












OUR 

GREAT UNE. 



FOR YOUR 
BOTTOM 
LINE 


You’re looking at a dozen of the greatest arcade 
titles ever. Now, Tengen makes them available 
for play on the hottest game machine — the 
Nintendo Entertainment System ! 

Every Tengen game is a faithful conversion of the 
original arcade hit. You get all the heart-pounding action, 
the stunning graphics, the dynamite sound effects. 

Carry Tengen's line of top hits today and sell the games that kids really 
ant. Which means you get what you want. 

0 A very healthy bottom line. 






esigned and i 


' not designed, manufacture 
•d, or endorsed by Nintendo. 
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GameBoy previews galoreI 






































i No make-believe Dragon 
I here. This is the original. 

1 The ultimate DOUBLE 
I DRAGON™ The top 

_ " Nintendo Entertainment 

System game. And right now, they’re in big supply! 

Do whatever it takes to rescue Marian from 
the savage street gang of the mysterious 
Shadow Boss. 

Get fighting mad with the Punch, Head Butts, 


Uppercuts, Low 
Hair-Pulls and the dreaded 
Over Shoulder Throw. 

So make sure you only insist on the ultimate 
Dragon slayer. The ultimate DOUBLE DRAGON 
from Tradewest. 

Don't sit still for anything less. 

, WE PUT YOU IN THE ACTION 

TRADEWEST 

RO. Box 2097, Corsicana, TX 75151 
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MORE THAN GOOD LOOKS... 


Recently, the staff of EGM got together to assess where we’ve been and 
where we’re going. Besides talking between ourselves, we also sorted 
through hundreds of letters that had been sent by you, our faithful supporters 
and readers, to determine exactly what’s good and bad between the covers 
of this magazine. 

Thankfully, most of the responses that have appeared in recent months have 
given us glowing ratings. You especially seem to appreciate our multi-review¬ 
ing system and the constant flow of information that appears in these pages. 
The common request for more info on more games and game systems, 
however, remained constant through most of your letters. 

While we fully intend to meet your demands for fresh softs on a regular 
basis (you’ll notice that a revamped version of our NEXT WAVE preview 
section has returned with this issue), one question that we’ve asked oursel¬ 
ves in recent months was how to properly show off the games that you’ll one 
day play. 

Then we realized that the answer to this question was contained in the ques¬ 
tion itself! Instead of using columns of text or filling pages with unnecessary 
box art and illustrations, we decided to show the games inside and out with 
literally hundreds of photos that would give you an immediate impression of 
what the game was all about. Why talk about the super Bosses in Truxton 
when we can show you exactly what they look like! 

We’ve expanded on this approach by concentrating our efforts almost en¬ 
tirely on the games themselves. The staff of EGM lives and breaths games 
just like you do, so it’s much easier to determine what other game players will 
like since we’re fanatics ourselves! Your letters confirmed our beliefs by stat¬ 
ing that you’d rather see some sharp pictures of a new title and not the front 
door of the corporation that created it. 

Of course there are magazines out there for you players that buy a game to 
look at the box artwork. But if you’re hot on wild graphics and great game 
play, then you’ve come to the right place when you open the cover of EGM. 
We’re the only stop you need to make each month if you want to see all your 
upcoming favorites inside and out! 


Steve Harris 
Editor 


























The CAPED CRUSADER is back, aj 
you’ve never seen him before! 

If the stark reality and explosive actionjfthe 
movie BATMAN left you screamingjof more, 
this is the moment you've been 
for! It's a trek from the streets^^ 

GOTHAM CITY™ to the daiKipJepths 
of the city underworldjfmp to life . 
with graphic magic^wBATMAN 
today at your favo«iaealer now. 


Hot News for Hot Shots! 

Get the inside track on SunSoft games in the 
FREE Sunsoft Game Time News. 


tVAeHOLDER! 


GET THE GAME JIILETHATBRINGS 
BATMAN INTO YOUR LIVING ROOM. 
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Master 
The Power 



the classic struggle between good and evil 
comes to life. Mixed with magic and the latest 
computer technology, a spell-binding game 
for your Nintendo Entertainment System® 
is bom! 

As the hero warrior Victar, you will battle 
Wizards, Troglodytes, and Undead Souls. 
Master 7 levels and 3 worlds in your quest 
to conquer the demons of the Dark Lord. 
Traverse chasms of fire and mountains of 
doom to confront the fiendish Gatekeeper. 


Risk It All 

With cunning and skill you wield the 
ancient and broken Demon Sword™ To defeat 
the evil forces ruling the land, you must 
recover the Sword’s missing pieces and restore 
its mystical power. The journey is long and 
the way is hard. Gather your courage, grasp 
your blade, and release the power that is 
yours to control! 


In a Land of Impossible Evils ... 




TO ORDER ANY NINTENDO, SEGA OR ATARI GAMES OR ACCESSORIES IN THIS MAGAZINE OR BELOW 

DIAL 1 -800-TOY-CLUB If that’s busy DIAL 1 -203-388-6366 for faster service 
JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO GAME OR 
. ACCESSORY WITH ONE PHONE CALL! HURRY SUPPLIES ARE LIMITED! 

Just / the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB 
PRICE. If you’re not a member you must pay list price. Call us to order any Nintendo, Sega or Atari game ever made or in the future. 
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Master System - Sega 

Golden Axe 

Type: Action Release: 3/01/90 

Levels of Play: 8 Difficulty: Hard 

Master System - Sega 

Dynamite Dux 

Type: Action Release: Now 

Levels of Play: 6 Difficulty: Easy 

TurboGrabc-NEC 

Space Harrier 

Type: Shooter Release: 2/15/90 
Levels of Play: 18 Difficulty: Hard 


_■LLLUJU.^^WULLLII 








op thrills to the Master^System. 

Some comers have been cut to bring Gol- 

rior), instead of the three found in the ar- 

ber of attacking moves, you can also store 

Based on a little-seen arcade effort re¬ 
leased to limited areas last year, Dynamite 

a girl in distress. Along the way you’ll face 

Journey to the Fantasy Zone once again 

Space Harrier saga, you command a fight- 

ground or in the air, fighting deadly op¬ 
ponents with a powerful blaster. Each 

ferent Boss character (Dragons, etc.). 
Bonus rounds expand the play more. 







have more than action and excite- 

high level of chalM^welcome in a world 

same day. A very good arcade copy! 

exciting and ditterlf^^pt isn't. Dynamite 

This version of Space Harrier is just as good 
as anything avail ajjgjgjme, in fact it’s bet- 

paced, and the enen« attack with an in- 

ma^sTsS'tly 1*3^' VgroundTvel 
but all-in-all this is a good effort. 



another year! Th^^kcs are outstanding 
and the game pla«(® challenging. Very 

=rd0b““ 

characters°are taMKha 

too simple. If you’re (^Enough to read this 

review, then youtat^Bold to play this 

everybody has plal^Prtalready, and its uni¬ 
queness has wcfl^^ Now it's only 
average. 



I've always thought that most of the Sega ar- 

area of game plaPPWbther. But Golden 
Axe is a very good rejMduction of the coin¬ 
op that's loaded witl»allenge, good looks, 

ISP 

SSSr! 

basically has tA^fe game play and 
theme, however, ^y|fuld satisfy any Tur- 



This is definitely one of the best Sega 8-Bit 

titles to ever appear on the SMS 

fun! The game painfully frustrat- 

solutely nothing Games like this 

Here comes Spac^Harrier again. 1 don’t 
have anything ag^^^w Turbo version, it’s 
the best yet, but iLj^of Space Harrier. If 
you like to move srounwe screen and con¬ 
tinuously shoot tlE^Vll love this. 
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“To the Citizens of River City: 

I hold your high school captive! 

With my gangs of students and 
vicious bosses roaming the streets, 
nobody can stop me now. Meet my 
demands - or else!" 

Slick, the meanest, most powerful 
gang lord in River City, has issued this 
ultimatum - and the entire town is 
powerless in a grip of fear! 

Fortunately, Alex and Ryan weren't in 
school the day Slick took it over. But 
now, their fellow students are prisoners - 
including Ryan’s girlfriend! It’s up to our two 
young heroes to battle their way past several 
dangerous city gangs, then defeat the gang 
lord, to free the students of River City High and 
restore peace to the panic-stricken populace! 





























































































FOR MORE EXCITING FUN SEE NEXT PAGE! 































































































FOR MORE EXCITING FUN SEE NEXT I 




FOR MORE EXCITING FUN SEE NEXT PAGE! 
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DO YOU PLAY VIDEO GAMES?? 


THEN YOU MUST SUBSCRIBE TO . 


Each big issue of 
ELECTRONIC 
GAMING MONTHLY is 
loaded with behind- 
the-scenes info, 
previews of un¬ 
released games, and 
cart reviews that you 
can trust! 

Also get exclusive 
U.S. National Video 
Game Team endorse¬ 
ments, contests, high 
scores, secret code 
trading cards, and tip 
booklets that have all 
the tricks and 
strategies you need to 
amaze your friends 
and play like a pro on 
all the newest games! 

You get all this and 
more in each full color 
issue of ELECTRONIC 
GAMING MONTHLY... 
THE video game 
resource! 


ELECTRONIC 

GAMING 

MONTHLY 


* FULL COLOR! 

* TIP BOOKLETS! 

* PREVIEWS! 

* HIGH SCORES! 

* CODE CARDS! 

* CONTESTS! 

* PLUS MUCH, 
MUCH MORE! 


WANT TO PlAY LIKE A PRO! 


□ YES! 


I want to subscribe to ELECTRONIC 
GAMING MONTHLY for the low price of 
$19.95 for a full year (that’s 12 incredible 
issues for 50% off the cover price). 



To order, send the above form, with a check or money order for $19.95 to: 

SENDAI PUBLICATIONS, INC. 

1920 Highland Ave 
Suite 300 - Dept. A 
Lombard, IL 60148 
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AFTER A PROLONGEDsftNCET 
THE LEGEND RETURNS! 


You are Ryuhi, a dedicated student of the ancient art of Kung-Fu. But your wise 
master has been kidnapped, and with him, the Secret Scrolls, which hold the key to 
awesome fighting skills. Now, set out to defeat the evil Tusk Soldiers and regain the Scrolls. 
Your goal: The World Tournament of Contact Sports, where you will seek out the evil 
warriors of darkness. 



KUNG-FU SO REAL, YOU’LL BE OUT OF BREATH! 
It’s the first game to include realistic defensive 
techniques, letting you thrill to the most authentic 
kung-fu fighting ever created in a videogame. 

With an incredible assortment of moves at your command, 
you’ll feel like an expert fighter, thanks to the support of 
Artificial Intelligence programming. Here are just some of 
the fantastic moves you’ll master. 
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types of fighting i 


The shadowy 
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The wicked Demon’s Army is out to get you! The evil Kung- 
Fu Commandos, the Gunmen with their gigantic bazookas, 
the magical Medusa Cats, and lots of other enemies inhabit 
the eight Demon’s Castles. Punch and kick your way to the 
ultimate in two-player excitemejip' 















sow! I’U let 

ou handle 
this guy! 



RAB THE TREASURES! 
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NEWS, INTERVIEWS, AND OPINIONS FROM AROUND THE VIDEO GAME INDUSTRY... 


Ever since the Nintendo Entertain¬ 
ment System has established a 
prominent foothold in the American 
game playing market, many 
Japanese companies have estab¬ 
lished U.S. subsidiaries in order to ef¬ 
fectively market their wares to players 
on this side of the Pacific. While 
familiar names such as Konami, Cap- 
corn, and Data East have been on 
Nintendo'sfront lines since the begin¬ 
ning of the system’s launch, many 
more new companies have appeared 
with just as much enthusiasm, ready 
to take NES players by storm! 

One of the most aggressive new 
companies to enter the Nintendo 
sweepstakes is Culture Brain. If the 

worry. Culture Brain is determined to 
change their position and increase 
their profile in the U.S. with a variety 
of games for both the NES and 
GameBoy. Games that employ a 
number of different themes ranging 
from sports, to action, to adventure, 
yet remain diverse and involving 
throughout. 

In Japan Culture Brain is adeveloper 
of games in the arcades as well as 


for the NES. Some of their initial 
releases include the NES port of one 
of their arcade titles, Chinese Heroes 
(retitled Kung-Fu Heroes on these 
shores), as well as an action/adven¬ 
ture/fighting game called Flying Dra¬ 
gon. Both of these games, as well as 
their upcoming softs, all employ the 

"...American players 
demand more realistic 
graphics, more depth, 
and more surprises in 
their games. We’re 
taking a better look at 
what players want over 
here and the games 
we’re working on ad¬ 
dress these demands..." 


features that have become Culture 
Brain trademarks. You get more than 
just a game in most Culture Brain 
carts, you get an exciting blend of 
many different themes that are all 
brought together within the same 
package. Flying Dragon, for in¬ 
stance, is much more than just a stan- 


:-em-up. You must 
progress through scrolling action se¬ 
quences, practice in training arenas 


to le 




your fighting proficiency, a 
move to World Competition where 
you can use your new-found talents 
against some of the biggest and bad- 
dest karate champs from around the 
world in one-on-one play. Any one of 
these different games could have 
been released separately by some 
companies, but Culture Brain orche¬ 
strated all of these features together 
to produce one game that is much 
more than what it appears to be. 

However these improvements are 
not always recognized by game play¬ 
ers, a fact that Culture Brain repre¬ 
sentative Jim Steen realizes. 

"When Culture Brain released our 
first two titles in America (Kung-Fu 
Heroes and Flying Dragon), we 
chose titles that were already very 
successful in Japan. Like many other 
companies, there was the initial im¬ 
pression that what was successful 
over there would be successful over 
here. Again and again that’s proved 
not always to be the case. American 



KUNG-FU HERO 


KUNG-FU HERO 
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FLYING DRAGON 

FLYING DRAGON 



players demand more realistic gra¬ 
phics, more depth, and more sur¬ 
prises in the games. We’re taking a 
better look at what players want over 
here and the games we're working on 
address these demands," he said. 

The first indications of Culture 
Brain’s new American awareness can 
be seen in their next games, Magic of 
Sharazade, Baseball Simulator 1.000, 
and Flying Dragon 2. 

Each of these new releases, espe¬ 
cially Baseball Simulator 1.000 focus 
even more attention on the elements 
of play hidden below the surface. 

Baseball Simulator uses normal 
baseball rules and regulations as an 
intregal part of play, but goes one 
step further by introducing a fantasy 
element that has been painfully 
abscent in a video game. 

"Baseball Simulator 1.000 has a 
number of interesting features that 
make it more than just your average 
baseball close," Mr. Steen continued, 
"giving you unprecedented control 
over the game and your surround¬ 
ings. A menu of special pitches and 
batting abilities add to the game’s 
variety." 



BASEBALL SIMULATOR 1.000 


Indeed, Baseball Simulator 1.000 
stands out as one of the best baseball 
games ever released for the Ninten¬ 
do because of these reasons. Even 
though there is some necessity for a 
baseball game that attempts to dupli¬ 
cate the real sport, Baseball 
Simulator goes one step further by in¬ 
troducing a special "Ultra League”. 
Now, instead of being tied down to 
conform to the sport, you can also 
take advantage of the video game 
technology to throw flaming pitches, 
thunder pitches, and even the dread¬ 
ed "Ninja pitch”. Besides adding a 
whole new edge to the game, this 
mode enables you to tailor your play¬ 
ers and handicap the game, so inex¬ 
perienced players can have a more 
powerful team. It is this level of atten¬ 
tion that earned Baseball Simulator 
1.000 the award for "Best Sports 
Game of 1989" from the U.S. Nation¬ 
al Video Game Team, despite the fact 
that the game won't be released until 
just after the first of the year. 

Another upcoming Culture Brain title 
to look for in 1990 is Flying Dragon 2, 
billed as "a blend between a true RPG 
and one interlaced with more action." 



BASEBALL SIMULATOR 1.000 


Describe by Jim Steen as "a game 
where you have the action of combat, 
along with the role-playing aspects of 
making choices, considering your 
abilities, and deciding what to do 

While the game is essentially com¬ 
pleted, Culture Brain will be making 
heavy modifications to the game to fit 
the American market. The graphics 
are very well done, with a much more 
fluid and realistic (that is, less car- 
toony) look than the first game. "Fly¬ 
ing Dragon is quite different from the 
original, with a lot of surprises, spon¬ 
taneous action and so on." explained 
Steen. 'There will also be much more 
in number two. Different things will 
happen in daytime that you can’t do 
in nighttime, for example." 

With a finger on the pulse of the 
players, and even arcade develop¬ 
ment soon to get underway, there’s 
no denying the fact that Culture Brain 
is determined to create a lasting im¬ 
pression on the minds of the Amer¬ 
ican game-playing public. With an 
enhanced library of games soon to 
arrive, the name Culture Brain should 
never elude you again. 



BASEBALL SIMULATOR 1.000 
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NOW YOU CAN PLAY 
GAMEBOY GAMES ON TV... 
AND IN COLOR!!! 


Many have complained that the Nin¬ 
tendo GameBoy is too small and hard 
to see and has no color like its high-tech 
counterpart, the Lynx. Well, we’ve 
found a device that solves both of those 
problems, by letting you play your 
GameBoy carts on any standard tele¬ 
vision! You can even add color tints to 
the game screens for more exciting vis¬ 
uals! 



The WideBoy attached to a Famicom 


The WideBoy 2, as this device is 

happened to WideBoy 1), plugs into a 
standard Nintendo Famicom, the Jap¬ 
anese version of our Nintendo Enter¬ 
tainment System. Once the WideBoy 
board is plugged into the Famicom’s 
cartridge slot, GameBoy games can be 
placed in the special port and trans¬ 
lated onto your television screen! 

instead the WideBoy displays the nor¬ 
mal GameBoy picture in a central 
frame that is just slightly smaller and 
does not quite extend to the boarders. 
The games appear in a very large for- 

your typical GameBoy experience. 

In addition to being able to project 
your GameBoy carts onto a full-size 
screen, you can also use the pads from 
the Famicom to toggle through over a 
dozen different colors and hues. While 


The WideBoy also comes with a spe¬ 
cial Nintendo joypad attached to the 
main board that gives you the same type 
of control that you’re used to getting in 
your standard Nintendo games. Alas, 
the port that accepts this control has 
been modified, so it is slightly more dif¬ 
ficult to replace the pad with a Beeshu 

The WideBoy is rounded out with a 
Video Link port that let’s you connect 
two WideBoys together (!), although 
you need two monitors to use this func- 

shelves? Probably not, considering the 
unit is constructed with dozens of com¬ 
puter chips and runs just over $500! Is 
that too much for GameBoy play on 
your T. V.? You may think that it is, but 
without our special WideBoy we would 
have a much more difficult time show¬ 
ing exciting scenes from the games. 


this injection of color 
does not affect the 
games and is really 
nothing more than a 
filter over the basic 
picture, it will still let 
you assign all types of 
tints to the pictures, 
including reds, blues, 
greens, and yellows. 
Your GameBoy titles 
can now take on any 
color of the rainbow! 



The amazing WideBoy with NES pad attached. 
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FACT-FILE: 

Manufacturer: Konami 


Machine: GameBoy 

Cart Size: 512K 

Number of Levels: 4 

T^€AOV7€NTUF€ 


Theme: Action 

Difficulty: Average 
Number of Players: 1 
Available: Now 


Steve Harris, Ed Semrad 


EXPLORING CASTLEVANIA - THE ADVENTURE! 


Castlevania has quickly become 
one of the most popular sagas to ever 
appear on our screens, with the ideal 
blend of action and adventure 
brought together in all three versions 
of the game (not to mention a new 
Nintendo version). The unique sights 
and sounds, powerful weapons and 
great graphics have made all of the 
Castlevania games more than good, 
they are the standard by which most 
other scrolling character adventures 
are compared to. The latest chapter, 
now available for the GameBoy con¬ 
tinues this legacy. 


Crystal Ball = Whip Extend 



While not as complex as 
NES Castlevania, the GameBoy j 
version is exceptional - with the 
same outstanding combinations of the following maps c 
graphics, sounds, and play. Study defeat the evil one once 


Castlevania (Action) Simon’s Quest (Adventure) Castlevania - The Adventure 
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LOOK FOR THE 
FIRST ISSUE OF 
PORTABLE 
GAMING 
MAGAZINE AT A 
NEWSSTAND 
NEAR YOU FOR 
THE CON¬ 
CLUSION OF THE 
CASTLEVANIA 
ADVENTURE AND 
EVEN MORE 
GAME TIPS AND 
SECRETS! 




BATTLE YOUR WAY PAST NEW ATTACKERS... 

After you’ve climbed up the first rope, you must move to the left past several 
giant eyeballs that are rolling from the left to the right. Stand on the plateau 
just below the one that the eyeball is rolling on and whip straight ahead. If 
you are on the same level as the eyeball, duck down before whipping. Don’t 
forget to grab the cross before climbing up the rope to insure safety from 
falling eyeballs. When you start across the next level, get in close to the 
jumping trolls and eliminate them with one whip and watch out for the flying 
birds! Avoid collision with these beasts by first letting them fly by (unless 
they are on the same horizontal level as Simon when they appear) and turn¬ 
ing around to whip them when they approach from the left to attack. This 
technique can be used against them throughout the game. 


BEGIN YOUR QUEST IN THE HAUNTED FOREST... 

Your monster-bustin’ mission begins in the forest, where you’ll meet some of 
the game’s creepy creatures out to stop Simon. This is a good area to prac¬ 
tice using your whip, knock out a few bad guys, and power-up your weapon 
to its most awesome strength. Move to the right until you reach the first rope 
and proceed to the next set of screens. 
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LOOK FOR THE 
FIRST ISSUE OF 
PORTABLE 
GAMING 
MAGAZINE AT A 
NEWSSTAND 
NEAR YOU FOR 
THE CON¬ 
CLUSION OF THE 
CASTLEVANIA 
ADVENTURE AND 
EVEN MORE 
GAME TIPS AND 
SECRETS! 


CASTLEVANIA - THE ADVENTURE 
QUEST ONE 

The first level of Castlevania won't pose any real challenge to 


CO = 

COIN 

CR = 

CROSS 

S = 

SPHERE 

H = 

HEART 

1 UP = 

1 UP 


BATTLE YOUR WAY PAST NEW ATTACKERS... 

After you’ve climbed up the first rope, you must move to the left past several 
giant eyeballs that are rolling from the left to the right. Stand on the plateau 
just below the one that the eyeball is rolling on and whip straight ahead. If 
you are on the same level as the eyeball, duck down before whipping. Don’t 
forget to grab the cross before climbing up the rope to insure safety from 
falling eyeballs. When you start across the next level, get in close to the 
jumping trolls and eliminate them with one whip and watch out for the flying 
birds! Avoid collision with these beasts by first letting them fly by (unless 
they are on the same horizontal level as Simon when they appear) and turn¬ 
ing around to whip them when they approach from the left to attack. This 
technique can be used against them throughout the game. 


Secret Room 

There is a secret room filled with 
| torches containing valuable en- 
cements in these special 
I passages throughout the game. 

The first secret room is found by continuing up this rope. 
You’ll magically walk right through the stones and proceed 
ever higher into a hidden catacomb that contains four spe¬ 
cial torches that will add to your reserve of lives and help 
boost your weapon strength and . 
stamina. Don't pass this rc 
up! It will prepare you for the bat- | 
tie against the first Boss! Climb j 
down the rope when all torches | 


CLIMB PAST OPPONENTS... 

Once you reach the extreme right, you must move i 
succession of passageways linked by ropes. In these ro 
you must beware of falling eyeballs so be su 
invincibility crosses in both rooms. 

Once you make it through the hidden room and to the 
highest plateau, you’ll be attacked by all of the previou at¬ 
tackers as well as bats in the two pits that appear just prior 
to the Boss Lair. Time your jumps carefully to avoid the bot¬ 
tomless pits and get over the two pits. 


LEVEL ONE BOSS 

After you make it over the two wide pits on top of the floating stones, 
be sure to jump quickly on the platforms on the extreme right of the 
second pit. These platforms (which become much more numerous in 
later levels), begin falling almost immediately after Simon lands on top of 
them! If you manage to make it across these impediments, descend into 
the final pit - the Lair of the first level Boss! Proceed to the extreme right 
of this pit and capture the flashing crystal ball to make the Boss Monster 
appear. The Boss will appear near the center of this area, so stand your 
ground to its right. Get in close and whip (preferably with an extended 
whip). If the monster gets too close or launches its mace against you, 
back up, turn around again, and resume your attacks. 


BEGIN YOUR QUEST IN THE HAUNTED FOREST... 

Your monster-bustin’ mission begins in the forest, where you'll meet some of 
the game's creepy creatures out to stop Simon. This is a good area to prac¬ 
tice using your whip, knock out a few bad guys, and power-up your weapon 
to its most awesome strength. Move to the right until you reach the first rope 
and proceed to the next set of screens. 





















CO = COIN 
CR = CROSS 
S = SPHERE 
H = HEART 
1 UP = 1 UP 


Secret Room 

There is a secret room filled with 
torches containing valuable en¬ 
hancements in these special 
passages throughout the game. 

The first secret room is found by continuing up this rope. 
You’ll magically walk right through the stones and proceed 
ever higher into a hidden catacomb that contains four spe¬ 
cial torches that will add to your reserve of lives and help 
boost your weapon strength ar 
stamina. Don’t pass this rooi 
up! It will prepare you for the bat- | 
tie against the first Boss! Climb | 
down the rope when all torches | 
are captured. 

CLIMB PAST OPPONENTS... 

Once you reach the extreme right, you must move up a 
succession of passageways linked by ropes. In these rooms 
you must beware of falling eyeballs so be sure to grab up the 
invincibility crosses in both rooms. 

Once you make it through the hidden room and to the 
highest plateau, you'll be attacked by all of the previou at¬ 
tackers as well as bats in the two pits that appear just prior 
to the Boss Lair. Time your jumps carefully to avoid the bot¬ 
tomless pits and get over the two pits. 


LEVEL ONE BOSS 

After you make it over the two wide pits on top of the floating stones, 
be sure to jump quickly on the platforms on the extreme right of the 
second pit. These platforms (which become much more numerous in 
later levels), begin falling almost immediately after Simon lands on top of 
them! If you manage to make it across these impediments, descend into 
the final pit - the Lair of the first level Boss! Proceed to the extreme right 
of this pit and capture the flashing crystal ball to make the Boss Monster 
appear. The Boss will appear near the center of this area, so stand your 
ground to its right. Get in close and whip (preferably with an extended 
whip). If the monster gets too close or launches its mace against you, 
back up, turn around again, and resume your attacks. 
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Since it was released this past summer, 
the Nintendo GameBoy has attracted 
gamers with its complete portability as 
well as several popular titles that in¬ 
cluded Tetris and Super Mario Land. 
Outside of these initial offerings, 
however, the GameBoy has failed to 
deliver many new softs, although several 
games (like Castlevania, Motocross 
Maniacs, Boxxle, and Shanghai) have 
been announced. 

Realizing that the success of the Game¬ 
Boy or any game system is tied directly to 
the games it plays, EGM has traveled to 
Japan to get the first word on dozens of 

able throughout 1990 and beyond 
While all of the games displayed in this 
mega-preview are currently under 
development, many have yet to be an¬ 
nounced or licensed for play in the U.S. 
This collection of softs, however, should 
give you a good indication of where the 
GameBoy is headingin theyeartocome. 


SNK's 

Funny Field 

Here’s a multi-level title that incorporates 
both block moving and tile shifting. Choose 


Battleship Game 

This untitled game has yet to find an Ameri¬ 
can host, but it appears to combine a number 
of ship warfare elements. You must track your 
prey on an overhead radar and then launch an 
attack! 





Varie's 

Monster Truck 

Take control of a zooming 4x4 as you race 
three-quarter perspective racer! 


Kemco’s 

Selection 


This fantasy RPG takes you on a magnificent 
quest! Create a band of adventurers and head 
off for confrontations against evil monsters. 
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Asmik 

Mr. Asmik World 

This fast-moving maze-chase features multi¬ 
ple paths and relentless opponents out to stop 
Mr. Asmik the dragon from escaping! 



GAMEBOY NEWS 

Still more arcade and original ef¬ 
forts are targeting GameBoy 
screens in 1990. Among the most 
exciting are Double Dragon from 
Tradewest, Kung-Fu Heroes from 
Culture Brain, Wizards and War¬ 
riors and Kwirk from Acclaim, 
Batman from SunSoft, and Activi¬ 
sion’s Malibu Volleyball. Com¬ 
plete reviews are on their way! 
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World Class Bowling 

Another title without an American licensor 
as of press time, this bowling simulation uses 
first-person perspective graphics and stand¬ 
ard bowling rules. 


Nintendo jj|§?j j 

Phallanx 

An all-out space shooter with vertical action, . ^ono 

lots of enemies, and explosive weapons. Not *000 

as good as Gradius, but a lot of fun. ^ , MW ’•» 


H 

Nintendo 

QIX 

This abstract arcade entry from Taito has 
been licensed to the big ’N’ themselves in 
Japan. Draw lines to claim areas and points. 


Data East 

Lock-n-Chase 

The ancient maze-chase dot-gobbler pro¬ 
vides you with post-Pac-Man advantagess 
such as swinging doors and locks. 

•lihksi j® 

MQ!5!0 
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Sv'hhfass-™™. Jaleco 

Bases Loaded 

Ts it ” The GameBoy version of the hard-hitting 

p.ots |®» baseball game is an improvement over Nin- 

kr 3 . tendo Baseball, but is still baseball in the end. 


Atlus 

CosmoTank 

This combination overhead shooter/first- 
person blast-em-up sports some cool graphics * 
but slow action. Looks neat though. g 



HIT!! 

Navy Blue 

This reproduction of the board game bat¬ 
tleship is enhanced with some nifty visuals of 

3 missiles firing and boats sinking. This one may 

I go to SunSoft. 
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LYNX PREVIEWS 


Although problems with Epyx have 


game system has been released in small 
quantities and is disappearingfrom store 
shelves as quickly as it appears. 

While the system currently has three 
games shipping with it (Blue Lightning 
Electrocop, and Gates of Zendocon), 
three others have been previewed 
(Gauntlet, Rampage Deluxe, Chip’s 
Challenge), and even more (Golf, F-l 
Racers, Xenophobe, and Tower Top- 
pier) are rumored to be in development. 

Here’s a sample of the super tricks that 
the Lynx can perform, along with screen 
shots of some of the upcoming Lynx 



Rampage Deluxe is an expanded ver¬ 
sion of the multi-player arcade game 
Rampage. In this one or two player con¬ 
test, you become a gigantic monster, 
roaming the scrolling streets of various 

mayhem! A nice game, that becomes 
slightly repetitive after several plays. 


Lynx duplicates the multi-player fun 
and excitement of Gauntlet on the 
small screen in this adaptation of the 
arcade masterpiece. 

The Lynx version of Gauntlet is slight¬ 
ly more advanced than the coin-op 
classic, with more characters, a more 
defined quest, and a special first-per¬ 
son perspective window that brings you 
face to face with everything you un¬ 
cover! The game remains the same for 
the most part, with a seemingly endless 
supply of mazes to explore and 
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Put 
Your 
Brain in 
Action 
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BOXXLEi 


FCI» 

Not Just Kid Stuff 










TURBOGRAFX-16 


vs. 

GENESIS 


EGM SETS THE RECORD STRAIGHT AND 
ANSWERS THE QUESTION OF WHICH 
16-BITTER IS BEST... 


Dear EGM, 

I have followed your coverage of the 
new NEC TurboGrajx-16 and Sega 
Genesis 16-Bit systems, and both of 
these advanced-technology consoles 
look great. Iam planning on purchasing 
one of these systems soon, but my only 
problem is which one to buy. Which one 
will have the most games? Which one 
will have the best games? Do I really 
need a 16-Bit system at all? I’m count¬ 
ing on you for the answers... 

George Mack 



If only one letter could summerize the 
majority of the mail we’ve received 
lately, George’s letters would hit the 
bullseye. We’ve received literally hun¬ 
dreds of pieces of mail and phone calls 
that all revolved around one simple 

best, the TurboGrafx or the Genesis?” 

Prior to the machine’s release we gave 
you your first introduction of these new 
super systems (EGM Number 2). At 
the time there were many un¬ 
known factors (future games, 
support, price, etc.) which 
made this dilima even more 
difficult to solve. But now that 
the systems are on store shel¬ 
ves and new softs are being 
released every week, a stonger 
case can be made by both con¬ 
soles. Despite the more ob¬ 
vious indicators of software, 
price, etc., the real question of 
superiority still remains - a 
question which the game mas¬ 
ters at EGM intend to answer. 
With access to both systems 
and advance looks at the 
games that will be available 
through next year, EGM 
gives you the final word on the 
Turbo vs. Genesis debate... 


THE SYSTEMS 

While it must be noted immediately 
that the sophistication of video game 

software to play, the more advanced 
the processor and co-processors are, 
the more potential they hold. 

The clear-cut victor in this depart¬ 
ment is the Genesis. Its 68000 proces¬ 
sor is a true 16-Bit brain, capable of 
handling a superior number of func¬ 
tions compared to the TurboGrafx. 
Although the Turbo has no trouble 
rivaling the Genesis in terms of graphic 
quality and clarity (thanks to an addi¬ 
tional Picture Processing Unit), it is not 
as proficient, with its 6502 main proces- 

Genesis in handling certain types of in¬ 
formation. Multiple levels of scrolling 
and other "graphics candy" features are 
not as easily attainable on the Turbo 
and consequently don’t show up as 
much in their games. 

In all fairness, however, the Genesis 
succeeds in the hardware department 
because it’s Japanese cousin (Mega 
Drive) was constructed over a year 
after the debut of the Japanese version 
of the Turbo. This in no way means that 
the Turbo is outdated, but it does show 
its age in some ways. 
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INTERNATIONAL 

OUTLOOK 



SUPER 


GRAFX 

_ Tony Takoushi 


NEW NEC GAME SYSTEM PROMISES 
BETTER GRAPHICS AND PLAY! 



The original NEC PC Engine console 
was unleashed upon the Japanese mar¬ 
ket in November of 1986, and the effect 
was amazing. Carbon-copy releases of 
popular arcade epics like R-Type, as 
well as a unique card medium, attrac¬ 
ted immediate attention to the system. 

This same machine has now been 
repackaged and released in the U.S. as 
the TurboGrafx-16. At the moment, it 
is the number one selling machine in 
Japan; beating even the Nintendo in 
sales (but not, of course, in established 


Now, two years later, NEC has releas¬ 
ed its latest PC Engine model. A gra¬ 
phically super-charged console that 
shares much in common with its pre¬ 
decessor, but has many new features. 

The new PC Engine Super Grab is 
around two and a half times bigger than 
the original PC Engine, resembling the 
TurboGrafx more than the existing PC 
Engine or its new Core Grafx and Shut¬ 
tle systems. It boasts double sprite ca¬ 
pacity (up from 64 to 128 images), more 
colors (over 4,000 to choose from in¬ 
stead of 512), and it is fully compatible 
with the original model so you can slot 
in games from the old PC Engine dir¬ 
ectly into the SG (thanks NEC!). 

The Super Grafx has a very unusual 
shape that is more futuristic than func¬ 
tional. It is sleek and streamlined, with 
sharp angles and cool contours. The 
game card slot occupies the middle of 
the unit, facing towards you, and as with 


the original Engine, the power switch 
doubles up, bolting the cards into place 
and preventing accidental damage). 

There are two ports, one on the back 
(the external bus which is NOT com¬ 
patible with the existing CD ROM), 
and one on the front that is called "S Ex¬ 
pansion" (presumably for heavy duty 
add-ons or game enhancers). 

Video output is via a composite lead, 
with no RF output available. There is 
also stereo sound with phonos for left 
and right channels. The joypad is al¬ 
most the same as the original, but has 
turbo buttons built in (again, like the 
standard Turbo) to save wear and tear 
on the tendons. 

The sotware is on card, and it can be 
assumed they have higher capacity (the 
upcoming SG Ghouls and Ghosts is 
rumored to be an 8-Meg monolith). 
The one game released simultaneously 
with the system is called Battle Ace. 






















Astyanax is the name of Jaleco’s up¬ 
coming action/adventure cart. In the 

warped into an alternate world of good 
and evil where a Princess and fairy are 
counting on your fighting skills to free 
them from a horrible evil. 

Astyanax combines action sequences 
that are similar to Turbo’s Legendary 
Axe with graphic-text screens in a mix 
that is reminiscent of Ninja GaiDen. 
The whole game works well, and has all 
the features that action/adventure fans 
should enjoy. 


i 1 





Between battles you and your escort will Large Bosses round out the 
converse with all types of creatures. conclusion of each level 


THE NEW SOFT 

Volume One 

AD & D 
Astyanax 
Arkista’s Ring 
Bases Loaded 2 
Baseball Simulator 1.000 
Chase HQ 
Golgo 13, Part 2 
Ikari Warriors 3 
Mad Max 
Rescue Rangers 
V’Ball 

It Came From the Desert 
Neutopia 

Takin’ it to the Hoop 
After Burner 2 
Air Diver 
Atomic Robo-Kid 
Curse 

Phantasy Star 2 
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Nintendo - FCI 

Heros of the Lance AD&D com¬ 

Advanced Dungeons 
and Dragons 

puter game by SSI, this game is load¬ 
ed with adventure and great gra- 

The role-playing masterpiece 
comes to life on the NES courtesy of 
RPG kings, FCI. You form a band 
of adventurers and set out to explore 
a land of wonderous excitement and 
magical splendor. Based on the 

PS 



In this in-house effort from Amer- of differei 
an Sammy, you must battle crea- more elal 
ires of all kinds to retrieve keys and even more difficult monsters as you 

'arp to higher levels of play. You move on. It is a bit limited now, bi 
an also manuever through a variety hopefully more will be added. 


Nintendo - Taito 

Chase HQ 



One of the leading arcade drivers 
of 1989 is now being developed as a 
Nintendo game. You must locate 
renegade criminals who are making 
a quick getaway and drive them off 
the road. Use your driving skills and 
Nitro Boosters to apprehend the 
bad guys while avoiding the twisting 
turns, civilian traffic, and other 
hazards that are constantly appear¬ 
ing through the game. 


Nintendo - Culture Brain 

Baseball 
Simulator 1.000 



These are the latest revisions 
we’ve seen for CB’s Simulator 
1.000. This is a great baseball 
game that’s made even better with 
some of the wackiest options 
you’ve ever seen in a video game 
(try the Ninja pitch for instance)! 


Nintendo - Jaleco In t *** s follow-up to their blockbuster Bases Loaded 2 incorporates all ne' 

baseball game, Jaleco sets out to con- play angles, advanced bio-rythei 
Bases Loaded 2 tinue their reign as the premier pro- charts on all of the players, and in 

The Second Season ducers of sports games with a sequel proved vocal responses. Battin| 
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Nintendo - Mindscape 

Mad Max 

Loosely based on all three of the 
action-packed Mel Gibson movies, 
Mindscape’s upcoming Mad Max 
game will highlight a driving quest 
that pits you against opposing forces 
as you search for Thunderdome. 

Along the way you must main¬ 
tain a constant eye on your fuel 
gauge and eliminate any enemy 
vehicles with explosives. If you 
d a quick escape, punch 
r Nitro and leave the bad 
> in the dust! An overhead 
perspective is used throughout. 



Nintendo-Vic Tokai 
That international 
super-spy, Golgo 13, is 
out for even more ad- 

Tokai game. Journey 
to heigths (even into 
outer space), in this ac¬ 
tion/adventure sequel. 



Golgo 13, 
Part 2 


Nintendo - Capcom 




Rescue 

Rangers 

The third Disney game 
looks to be the best yet! 
notch play make this a 






















































■'YOU STAND AT THE EDGE OF A DEEP I 
CHASM. FROM THE DARKNESS BELOW 
I RISE THE SCREAMS OF THE UNDEADfl 


Can you outwit and overcome the Slay a dragon, cross a river of fire, 

thoroughly-evil Warlock lord? His But be careful. A wrong move could 

mysterious spell holds Castle Shadowgate bring your quest to an untimely end. 
captive. Dozens of hidden pitfalls and A whole world of options are at 

nasty entities lurk in every corner. your command with 

Probe along menacing stone dynamic graphics to bring 

corridors looldng for hidden the dark mysteries of the 

passageways. Discover j, Middle Ages to life, 

mysterious artifacts in dark 4r > The question is...are 

chambers. Clues are there 0>': you up to the challenge 

for those bold enough, ' ‘ Jr m of Castle Shadowgate? 

KEMCD * SEIKA 
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Hot News for Hot Shots! 

Get the inside track on SunSoft games in the 
FREE SunSoft Game Time News. 


Blaster Master* has the graphics 
power to blow your TV away! 

In this subterranean world of endless-funnels— 
and terror, there’s only one way out: by^K*®* 
blasting your way through a series of mm 
caverns guarded by prehistoric cre^Bres 
so powerful, so menacing, and sir 
gigantic, they literally fill your/fen! 

V So load your arsenal, and garready 
for the graphics monsterpipre that 
redefines the capabilitiajrof the 


THE 

TITLEHOLDER! 












Genesis - Sega 

Air Diver 

The first flight simulation game for 
the Genesis combines true flying 
realism with fast-paced arcade-style 
combat. Arm your Air Diver stealth 
fighter, review your battle plans, and 
take to the skies to make the clouds 
a friendlier place to live. Great 
graphics top off this unique cart. 


Choose your armaments carefully 
before launching into aerial combat... 


the-cockpit" perspective for the action! 



Genesis - Sega 


After Burner 2 

Return to the high-flying arcade 
fun of After Burner in this super¬ 
charged 16-Bit sequel! After Burn¬ 
er 2 uses many familiar play themes 
to continue the jet-powered air-to- 
air battles against enemy planes 
over hostile territory. Are you ready 
for this new Sega translation? 


Genesis-Treco 

Atomic Robo-Kid 

What’s a lowly space robot to do? 
You’ve been placed in the center of 
an alien conflict and it’s up to you to 
put a stop to the mayhem. Blow 
your way through the enemy defen¬ 
ses in this scrolling shooter, to save 

You control the Atomic Robo- 
Kid, a jet-pack powered super 
droid out to stop the bad guys. Im- 

ability. Another arcade effort from 
one of the Genesis’ first third-party 
performers. 



Genesis - MicroNet 

Curse 

This is the type of game that the 
Genesis does to complete perfec¬ 
tion! Following on the heels of 
another side-shooter (the even parts 
of Thunder Force 2), Sega dishes up 
an even more impressive blast-em- 
up loaded with power-up capsules to 


and sizzling Bosses that are packed 
with power! 

We’ve seen it before: fly an attack craft 
through alien hazards, destroying 
everything in sight, to reach the ul¬ 
timate goal in each round. Along the 
way you can enhance your weapons 
even more! An intense shooter that 
looks and sounds very good! 
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THEARCADE SMASH 
IS NOW PLAYING ON NES 


Masters of the Game " 








Genesis - Sega 

Phantasy Star 2 

Without a doubt the best selling game that Sega ever 

Star; an epic four-meg masterpiece that combined the 
perfect blend of role-playing adventure and graphics 
action. Add a battery back-up and a hundred hours of 
playtimeandyouhadoneofthefew cartridges that was 

Now Sega is planning to unleash the sequel to this fan¬ 
tastic game on owners of the Master System’s 16-Bit 
cousin. Most of the same play elements remain, but the 
sterling quality of the machine’s advanced graphics and 
sounds (not to mention the full six megs of power and 
battery back-up) make this cart a spectacular tour-de¬ 
force for the Genesis. 

Awakening from a horrible dream, you are compelled 
to journey throughout Paseo and surrounding cities in 
search of an answer to the mystery of a Biosystem’s ac¬ 
cident that has created hundreds of creatures. Mother 
Brain, the all-powerful computer that was put in charge 
of Mota to bring peace and harmony to the planet ap¬ 
pears to be malfunctioning, but before the problem can 
be diagnosed, you must travel to the Biosystems Lab and 
record the data concerning the monstrous events that 
have taken place. Your mission won’t be easy, but with 
the aid of Nei, your half-human/half-monster friend, as 
well as other adventurers you meet along the way, you 
may have a chance of defeating the evil adversaries you 
meet and solving the quest. 



Some Exciting Scenes 
From Phantasy Star 2 



NEW SOFT NEWS (Coming in Volume Two)... 


Get ready for plenty of new 
games! Tons of softs are now under 
wraps for unveiling at the Winter 


Heavy Barrel is coming soon for NES! 


sumer Electronics Show in Las Vegas 
this January, with all of the major 
players set to show great stuff like: 

* Super C and possibly Castlevania 3 
for the NES and Gradius for GB. 

* Wizards and Warriors for GB. 

* Bonk’s Adventure and Cratermaze 
for the Turbo. 

* Tongue of the Fatman and Hard 
Yardage from Activision for Genesis. 

Look for these and many, many more 
in our expanded Next Wave next issue! 



another hot title on the way from 
the folks at Konami! 
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KNIGHT RIDER 


WEAPO NS: High-impact missiles, 
( Machine guns, Reflex 



ON THE GROUND 
AND IN THE AIR.. 



ACCLAIM’S GOT 
THE ACTION! 




WEAPONS: 33 m 


SPECIAL FEATURES: 

Fully functional cockpit, 

On board computer. 


State-of-the-Art 
Flying Weapon! 
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If TOP K 

l secret} 

\ 'J 


Tnicks- 
I of The 
I-Trade 


SPECIAL TIPS, PLAYING TECHNIQUES, 
STRATEGIES, HIDDEN POWER-UPS, 
LEVEL SELECTS, AND CONTINUES... 



GENESIS GOLF 

Pfy Fanttty Z»n« 

It is possible to play a special ver¬ 
sion of Fantasy Zone in Arnold 
Palmer Golf! Shoot 100 on any 
one hole and the words "GAME 
OVER" will appear. Press Up, 
Up, Down, Down, Left, Right, 
Left, Right, ’B’, and ’A’ to enter 
this special sub-game! 



GODZILLA 

Surat Cade 

To warp ahead to the highest 
levels of play for the climactic con¬ 
frontation against the invading 
monsters, select this code: 

DESTROY ALL MONSTERS 
Be sure to substitute the number 
zero for the letter ’O’. 


SOUND TEST 
NUMBER = 54 


MILITARY MADNESS 

Saarat Sound Teat 

It is possible to listen to all the 
sounds of battle with this special 
code! During the IP Continue 
mode, input the word "ON- 
GAKU". A super sound test 
mode will be activated that allows 
you to listen to over 50 different ef¬ 
fects! 


MILITARY MADNESS 

Warp Codes 

Military Madness is a fantastically dif¬ 
ficult game, with hours of challenge 

tie-ready commanders! But now, with 
these special codes, you can warp to 
any sector of the moon base and take 
the Axis powers on head-to-head! A 
complete listing of codes for each of 
the game’s 16 levels of play follows: 


Level One Revolt 

Level Two Icarus 

Level Three Cyrano 

Level Four Ramsey 

Level Five Newton 

Level Six Seneca 

Level Seven Sabine 

Level Eight Aratus 

Level Nine Galois 

Level Ten Darwin 

Level Eleven Pascal 

Level Twelve Halley 

Level Thirteen Borman 

Level Fourteen Appolo 

Level Fifteen Kaiser 

Level Sixteen Nector 
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TURBO SPACE HARRIER 

Secret Mode Screen 

To access the advanced Mode 
screen (where extra men and difficul¬ 
ty can be addressed) you must first 
score high enough to enter the reg- 

the initials "MD" and go to end. Now, 
when you return to the Mode option 

features are now available! 


TURBO SPACE HARRIER 

Hidden Continue Option 

Now it is possible to continue in¬ 
definitely in TurboGrafx Space Har- 

first score high enough to enter your 
type in the initials "CNT". When you 

tion will now be present. You can First score over high enough to register Then enter the command "CNT' to 
continue from rounds 6 and 13. your name in the high score tables... make the Continue feature appear! 


ORDYNE 

Secret Debug Mode 


When the Debug screen appears, hold ’Select’ 
and press ’Run’ to advance to the option you wish 
to change. Reset to escape the special screen. 
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THE FIGHTING MACHINE 
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The International Chartbuster 
Is Now Playing On NES ! 


Masters of the Game 





FACT-FILE: 

Manufacturer:Acclaim 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 9 
Theme: Action 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 


DOUBLE THE ACTION, DOUBLE THE FUN! 


Undeniably one of the most trend-set- 
ting coin-op games to appear in some 
time was Double Dragon. This game 
marked the beginning of the scrolling 
beat-em-up era with two heroes taking 
on gangs of street thugs who had taken 
a beautiful girl captive. The game was 
an instant smash! 



Double Dragon was ultimately release 
for play on the NES, but unfortunately 
appeared with no dual-player simul¬ 
taneous options. A minor shortcoming 
that flawed an otherwise brilliant game. 

Now Technos, the designers of all the 
Double Dragon titles, has licensed the 
power-packed sequel to the first game, 
entitled Double Dragon 2: The 
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"HOW I WRESTLED 
MACHO MAN’AND WON!” 


“I just beat ‘Macho Man’ Randy Savage ”! And I did 
| S Acclaim’s WrestleMania” for Nintendo* This is one 

, tough video game. It’s got incredible wrestling 
moves, and the best WWF superstars. 

“When I wrestled ‘Macho Man’, I was Hulk 
Hogan T .“(Nobody beats the Hulk.) I went head-to-head 
with my friend, Johnny Sterner. He was ‘Macho Man! 

He came at me with his patented 

flying elbow smash and a whsm/wm* 
head butt, two of his best JL _ 
moves. But I was the 

: Hulkster,” down but never out. 

A -..Y f “Atfirst I kept my distance, letting 

7/ my power level build up. I was smart 

enough not to corner the ‘Macho 
S. Man’, because that’s when he turns 

T" 5 ill - Iff# into a real Savage. Then I came 

As l\.' back with a furious attack— 

7 4' L - an uppercut smash, a head 

butt and a drop kick, wearing 
him down and keeping him 
dk. from grabbing his energizers. 

“I finished him off with the 
^ ultimate body slam 

jjf and... I’d tell you more, but | 

^»********t| if we met — 

''A' * you might beat 

* * me the same way. 

******** ‘Wanna try? Go out and 

get Acclaim’s WWF WrestleMania* for 
_ your Nintendo? It’s the video 
. 9ametobeatr 

Tsis i4«laim 






ROLLING 


FACT-FILE: 

Manufacturer: Tengen 
Machine: NES 

Cart Size: 2 Meg 

Number of Levels: 40 

THUNDER 


Theme: Action 

Difficulty: Hard 

Number of Players: 1 
Available: Now 

v _y 


Steve Harris 


WATCH THE THUNDER EXPLODE! 


Translated from one of the better 
single-player action entries to appear 
in the arcades, this Namco-licensed 
title succeeds in beefing up the Tengen 
library of games with another solid 
game that holds plenty of surprises! 

Although Rolling Thunder adopts a 
fairly standard run and shoot theme, it 
throws in all kinds of different obsta¬ 
cles and impediments that can be used 
for protection as well. You are also 
able to play on two separate levels at 
any time in many areas, further expand¬ 
ing the number of options available at 
anytime. 


Rolling Thunder continues to in¬ 
crease the depth of play by adding spe¬ 
cial doors that our hero can enter to 
retrieve extra ammo or even a better, 
machine-gun weapon. 

One of the most noticeable features 
of Rolling Thunder is the high level of 
difficulty that the cart embraces from 
the first stage right up to the final con¬ 
frontation with the wizard-like Boss. 
This is a tough game that’s sure to test 
even the most invincible veterans of 
similar battles. But this is just one more 
advantage that Rolling Thunder has 
over much of its competition. 



SAVE YOUR GIRL 
BEFORE IT’S TOO 
LATE! 



PASSWORD WARPS! 

After completing each new level of 
play and ending your game, you will be 
given a password that will return you to 
the same round that you previously oc¬ 
cupied. Use these codes (or those 
found in EGM #6) to blast past the 
earlier battles and take on the Boss! 
























ULTIMA 4 


FACT-FILE: 


Manufacturer: Sega 
Machine: Master System 
Cart Size: 4 Meg + Batter 
Number of Levels: n/a 
Theme: RPG 
Difficulty: Hard 
Number of Players: 1 
Available: March ’90 


Ed Semrad 


SOLVE THE MYSTERIES OF ULTIMA IV 



the new year. Along with Golden Axe, 
Sega intends to prolong the life of the 

decade. While Golden Axe is sure to 
delight fans of action/adventure con¬ 
tests, Ultima 4 will please everyone who 
has been waiting for the next great 
RPG on the Sega. 

Following the storyline of the success¬ 
ful computer game, you must search 
the lands for other fighting men to join 
your party, collect experience, dexter¬ 
ity, and strength in an attempt to solve 
one of the most complex quests ever to 


appear in a home video game. The 
level of depth in Ultima 4 is so great, 
that you can converse with practically 
everyone you encounter! Other types 
of opponents (like Ores) may get ugly, 
so be sure to have your sabre near by to 
enter the fighting mode. 

Detailed play mechanics, fine graph- 

ture (complete with battery back-up) 
make this a must for RPG fans! 



Prior to setting out on your quest, you 
must visit the old gypsy. She will lay out 
cards and, depending on your respon¬ 
ses, create a classification for your on¬ 
screen persona that mirrors your psy¬ 
chological profile. 
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FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 12 
Theme: Shooter 
Difficulty: Average 
Number of Players: 2 
Available: Now 


RECLAIM THE EARTH WITH FIREPOWER! 



Side Arms was really the sequel to 
Capcom’s first scrolling shooter featur¬ 
ing hover-robots, Section Z. It has 
since spawned another sequel called 
Forgotten Worlds. Regardless of its 
relatives, however, Side Arms stands 
out as an involving shoot-em-up with 
lots of color and some nice options. 

Either one or two players can battle 
it out at once. Moving about the screen, 
the on-screen heros can fire left and 
right, using any one of six different wea¬ 
pons that can be captured from POW 
capsules that are deposited in the wake 
of certain enemy opponents. 

Large Bosses that require repeated 
attack, hidden power-ups, and plenty 
of fast-action play highlight this slight¬ 
ly difficult, but very fun shooter. 



Grab the Super Connector to join wi 
another player or module for extreme 
firepower! 

CONFRONT THE FOUR 
SIDE ARMS SUPER 
BOSSES! 
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FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 32 
Theme: Action 
Difficulty: Above Average 
Number of Players: 1 
Available: March ’90 


Steve Harris 

HELP J.J. AND JEFF SOLVE THE CASE! 



cate a kidnapped VIP being held by the 
powerful Boss Kara. 

To realize their objective, you are put 
in charge of one character while the 
other continually shows up throughout 
the game to offer advice, health, and 
other special powers. 

Ported over from the hilarious Jap¬ 
anese card called Ken and Kato (which 
showed the title characters farting their 
way through the obstacles), this game 
is filled with a multitude of worlds that 
are drawn with exceptional detail. Lots 
of nasties are always around to offer ad¬ 
ditional challenge, so you can bet that 
our heros will need plenty of help if they 
are to save the day! 


The origin¬ 
al Ken and 
Kato game 
from Japan 




Explore Eight Worlds of Get the Key and 

Action and Adventure! Fight the Bosses! 
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The Power Glove." You plug it in like 
any joystick. But the similarity stops 
there. Because now you don’t just guide 
the action. You're in the action. 

As soon as you put on the Power 
Glove, its 3-D sensors track the position of 
your hand in space. You enter the program 
code. Calibrate the glove. Center it. And 


feel the mechanical moves of a joystick 
give way to free-flowing, instant response. 
You actually knock out Mike Tyson. Grab 
the steering wheel of Rad Racer. - Bank 
and fire your P-38 in 1943 ” The Battle of 
Midway. All simply by moving your hand. 

The Power Glove has a unique pro¬ 
grammable keypad that gives the best 




PLAY. 

NES 'players moves they’ve never had be- Turnaround”: you automatically change 
fore—and never will have with a joystick. direction and fire faster than you ever 
Twist your wrist for an immedi- u could with a joystick, 

ate head butt in Double Dragon. ilk With new moves at your dis- 

Bend a finger for “Thrash Mode” \l posal, it makes your joystick games 

—your character turns and especially vertical scroll games, 

shoots in all possible directions. ™ new - Different. More exciting. 

Bend another for “One-Shot Ml And that’s only the beginning. 



David White 


TAKE CONTROL OF THE MOON AND 
DEFEAT THE AXIS POWERS! 


STORY 

In the distant future, the coun¬ 
tries of the world have colonized 
the moon, and built large factor¬ 
ies on its surface. These facilities 
process a variety of valuable mat¬ 
erials that the ruthless Axis Em¬ 
pire has occupied in preparation 
of the launch of their ultimate 
weapon, the S.A.M. missile, to¬ 
wards Earth. 

Determined not to bow to the 
evil Axis rulers, the Allied powers 
of Earth have launched an all-out 
attack against the Axis war mach¬ 
ine on the lunar surface. Unless 
the Allied troops can reach the 
Axis army's main headquarters in 
the Hector quadrant, all hope will 
be lost... 




Battles take place on specially animated screens that have explosive outcomes! 


78 


















Simply call the Hot Tips Hotline at 1 -900-646-1036 from your touch-tone phone and you pick the category you w; 
to hear - like Action, Adventure, Sports and The Classics. Plus you also get info on the following categories: 

HOT NEW RELEASES: Stay informed on up-coming game releases for the Nintendo Entertainment Sys 
We update our information constantly to keep you informed! 

KILLER CONTESTS: Win your choice of the newest Nintendo video games! All callers are eligible, c 
for details of the game cartridge giveaway! 

FREE NEWSLETTER: All callers can receive a complimentary newsletter featuring detailed video gam 
information for the NES, previews and reviews of the latest games, interviews w 
contest winners, information on discounted game cartridges and much more! 

HI-SCORERS CLUB: If you're an awesome game player who has what it takes to enter this club, we'll 
you a HI-SCORERS CLUB tee shirt! Call to find out what games are sponsored! 


POWER BEYOND YOUR FINGERTIPS 

1-900-NIN-10DO 

CALL AND HEAR HOW THE PROS BATTLE THEIR WAY TO VICTORY!!! 

ies and hidden power-ups to the hottest Nintendo*” video games. 









FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 
Available: Now 


Steve Harris 


DESTROY THE ALIEN TRUXTON WORLDS 


Truxton was a sleeper hit in the ar¬ 
cades, which received only a handful of 
the machines as boards. It’s too bad 
this sizzling shooter didn’t get more 
widespread attention - it definitely goes 
in the file under "I" for intense! 

Sega has now created a Genesis trans¬ 
lation of this no-nonsense vertically 
scrolling blast-em-up. What few saw in 
the arcades can now be purchased for 
home play, with little loss in the trip. 



The Skull Bombs wipe out everything on 
the screen instantly! A powerful weapon! 


Truxton was developed by the Toeplin 
Group, responsible for such power¬ 
house shooters as Twin Cobra and Hell 
Fire. Their experience in the field 
shines again with Truxton, which 
doesn’t try to be daring or unique in its 
execution, but does come off with some 

You must fly over alien landscapes to 
reclaim the territory. During your jour¬ 
ney you can capture pods left in the 
wake of certain enemy craft that will in¬ 
crease speed, add explosive bombs to 
your reserves, or change your weapons. 
The Truxton weapons steal the show, 
with beautifully animated routines that 
grow to immense proportions. 

Truxton does lack a lot of bright 
colors, and the backgrounds scroll by at 
a painfully slow speed, but the shooting 
action is solid and is enhanced by the 
varieties of alien ships and Boss attack¬ 
ers that are always waiting to engage. 




TRUXTON SUPER BOSSES... 


Stage One - Blast the side cannons and Stage Two - Take out the side batteries 
aim for the central launcher. then concentrate at the ship’s middle. 















Level One 


PULSE LASER PHOTON BEAM ELECTRICAL 

Fires numerous streams of More powerful weapon that Beams of energy attach to 
small projectiles that carry fires smaller number of larger targets for " homing " 
limited damaging strength, shots straight ahead. powers. 





DESTROY THE 
ALIEN’S DEATH 
GRIP AND MOVE 
TO HIGHER 
ROUNDS!!! 



Stage Four - Stick and move and you fire Stage Five - Shoot the final Boss at close 
at the enemy and avoid incoming. range and drop back when it fires. 













Win! Win! Win! 
Free Video Games 
for Years! 

Before January 30,1990 send us a photograph of 
the Star Soldier screen with your best score on 
it. 1st Prize: One true electronic warrior will earn 
the rank of First-Without-Equal, and free advance 
copies of every Nintendo Entertainment System game Taxan will 
make. Plus a Sony portable CD playerl 2nd Prize: One cool- 
headed fighter will achieve the rank of Radblaster, and the right 
to participate in the next three Taxan adventures-for free! 

3rd Prize: Five rugged veterans will earn their Galactic Wings, 
and the next two Taxan pulse-pounders-before they ever hit the 
stores. 4th Prize: One hundred combat professionals will be 
named Startroopers, and awarded this coveted chance to 
battle: pre-release m a i 

copies of the next hot l/\4/(ll« 

Taxan game. Consumer Division 



We Buy-Sell Used 

NINTENDO 

GAMES 

HIGHEST PRICES PAID! 

Send For A Price List 
With A Self-Addressed 
Stamped Envelope To: 

u.v.t., inc. 

Olympia Plaza 
Route 22 East 
Scotch Plains, NJ 07076 


(201)232-3222 

CALL FOR NEW GAME PRICES! 
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BE THERE! With the 



Magic of Sound. 


BE THERE! Feel like part of the action with 
Hudson’s New Personal Stereo Controller 
and the magic of sound effects. 

Just put on the stereo earphones. And get 
ready. Sound shifts rapidly from ear to ear, while 
video images race across the screen. It’s fun 
and intense - almost real - as the excitement 
swirls around you. 

The joycard also comes equipped with 
volume control. Plus, a rapid-fire setting of up 
to 15 shots per second - for when you need 
maximum power. 

So look for Hudson’s new controller wher¬ 
ever you buy video game equipment. The magic 
of sound will make you feel like it’s more 
than just a game. 



NO MORE TV NOISE. 


M^Wum soft 

Hudson Soft USA Inc., 400 Oyster Point Blvd., S-5I5 
South San Francisco, CA 94080 TEL: 415-495-HINT 













Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


de from these scans, nor do we offer anything 
ible from the publishers themselves. 


Thank you! 


